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THIS PRODUCT HAS BEEN RATED BY THfrENTERTAINMENT SOFTWARE RATING 
BOARD.. FOR INFORMATION ABOUT THE'eSRB RATING. OR TO COMMENT ABOUT THE 
APPROPRIATENESS OF THE RATING. PLEASE CONTACT THE ESRB AT 1 -800-771 -3772 


THE OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO HAS APPROVED THE 
QUALITY OF THIS PRODUCT, ALWAYS LOOK FOR THIS SEAL WHEN BUYING GAMES AND 
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LICENSED BY SALE FOR USE ONLY WITH OTHER AUTHORIZED PRODUCTS BEARING 
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CAME CONTROLS 

The default controller configuration is shown here. All 
references to button selection in this manual will refer 
to the default controller configuration. 



A 

B 

Start 
Control Stick 
Z 

C Button Down 
C Button Left 
C Button Right 
C Button Up 
R 


Jump 

Fire 

Pause 

Controls Buzz's Direction 
Target Lock/Status 
Spin/Stomp (While Jumping) 
Camera Pan Left 
Camera Pan Right 
Switch View 
Switch View 


Came Controls 

To select menu items, use the Control Stick up/down to high¬ 
light the option you want to select and press the 
A button to accept. 


Came Reset 

To abort the game, press Start to pause the game and dis¬ 
play the pause menu, Choose Exit Level from this menu, and 
then highlight and select Yes to return to the Level Selection 
screen. 


STARTING UP 

Control Stick Function 

The Nintendo 64 Control Stick uses an analog system to 
read the angles and directions of its movement. This allows 
subtle control that is not possible using the conventional + 
Control Pad. 


When turning the Control Deck power ON, do not move 
the Control Stick from its neutral position on the controller. 



If the Control Stick is held at an angled 
position (as shown in the picture on the left) 
when the power is turned ON, this position 
will be set as neutral. This will cause games 
using the Control Stick to operate incorrectly. 

To reset the neutral position once the 
game has started, let go of the Control Stick 
so it can return to its center position (as 
shown in the picture on the left) then press 
START while holding the L and R Buttons. 


The Control Stick is a precision instrument — make sure 
not to spill liquids or place any foreign objects into it. If you 
need assistance, contact a Nintendo Authorized Repair 
Center. 


..a 










Holdinc the Nintendo* 64 Controller 

While playing Disney/Pixar's Toy 

Story 2. we recommend you use the 
hand positions shown at left. By hold¬ 
ing the controller like this, you can 
operate the Control Stick freely with 
your left thumb. Using your right thumb, 
you can easily access the A B or C 
Buttons. Place your left index finger 
on the Z Button on the back of the 
controller 

Connecting the Nintendo* 64 Controller 

To play Disney/* 
Pixars Toy Story 2. 

connect a controller 
to socket one located 
on the front panel of 
the control deck. 

If you change the 
connection during the 
game, you will need to 
turn the power OFF to 
make the connection 
active. 

Rumble Pak™/Controller Pak 

Disney/Pixar r s Toy Story 2 is compatible with the Rumble 
Pak accessory. Before using it, read the Rumble Pak acces¬ 
sory instruction booklet carefully. 

The Controller Pak gives the player the option to save a 
game at the end of each level. Only swap the Controller Pak 
and Rumble Pak when prompted to by the game. 





MAIN MENU 

Choose from the following 
options to begin playing 

Disney/Pixar’s Toy Story 2: 

Play Came 

Choose this option to play o 
current game or to start a 
new game. 

Options 

Choose this to go to the Options menu. 

Controller Pak 

Choose this to load/save the game or manage the 
Controller Pak. 

Use the Control Stick left/right to select between three 
options: 

Load Came— To load a saved game from the 
Controller Pak. 

Save Came —To save the current game to the 
Controller Pak. 

Start New Game— To start the game again from the 
beginning. 

When you load or save you will then have to specify 
which of the three game slots to load or save. 

Use the Control Stick ieft/right to choose a slot and 
the A Button to accept. 

Map Screen 

The Map screen allows you to go to different levels. 
Use the Control Stick to move between levels. Press 
the A Button to select a level. 










OPTIONS SCREEN 


Use this screen to adjust the 
volume of the music and 
sound effects. Use the 
Control Stick up/down to 
select an option and use 
the Control Stick left to 
decrease volume, Control 
Stick right to increase 
volume. When you're finished with volume adjustment, 
press the B Button to return to the Main menu. 




DISNEY/PIXAR'S 


While Andy is away, Woody 
is accidentally placed outside 
at a garage sale, Even 
though Andy's mother 
Insists that Woody is not for sale, a greedy toy collec¬ 
tor steals Woody when she’s not looking. 


TOY STORY 2 

All the toys are together in 
Andy's room, Buzz and Rex 
are playing the Buzz 
Lightyear video game. 
Woody excitedly pre¬ 
pares for his annual trip 
to Cowboy Camp with 
Andy, but when 
Woody's arm is accidentally 
torn, he has to stay home. 


Buzz desperately tries to save Woody from this 
stranger, but he's too late. Luckily, a personalized 



license plate on the toy collector's car gives 
Buzz a clue how to find Woody. Buzz 
makes plans to get Woody back 
safely by the time Andy comes 
home from camp. 

Buzz has to enlist the help 
of all the toys in the family to 
bring Woody back and 
save him from this 
unpleasant man. They 
are all in store for an 
amazing adventure as 
Buzz must get out of 
the house, through Andy's 
neighborhood, and into 
the thieving collector’s toy 
store. 


When Buzz reaches the toy store, he 
realizes that Woody is still nowhere to be 
found! Buzz must hitch a r ide to the toy col¬ 
lector's house to find Woody and rescue him. 


While Buzz is trying to reach his pal to bring him 
back home. Woody is falling under the spell of a wise 
old toy. The Prospector doesn't want Woody to go 
back to Andy because Woody is the final missing 
piece to create toy fame for the old Prospector. The 
Prospector convinces Woody that he is oid and Andy 
is going to grow tired of him. 


When Buzz finally makes it to the toy collector s 
house to rescue Woody, Woody doesn't want to go! 
Buzz must remind Woody about their toy family and 
their best friend, Andy. 








PLAYING THE GAME 

To progress through the gome, you need to collect 
Pizza Planet Tokens. As you collect more tokens, more 
zones of the map will open up for you to explore. 
There ore five zones in the game. 

There are five tokens per level (except when you 
must fight the big bosses). You don't need all five 
tokens to progress to the next level, but as the game 
goes on. you will need more tokens to get through to 
the later zones. 

You must get through all the zones to win the game 
and rescue Woody. There are five different 
ways on each level to get tokens; 

Coins —Collect coins to give to Hamm. 

When he is happy with the number of coins 
you have given him, he will give you a token. 

Mini-Boss —Each level will have one 
unique enemy that must be defeated for a 
token. 

Five Collectibles —Each level will have a 
character that gives Buzz the task of finding 
five objects. For example. Buzz must find 
five of Bo-Peep's lost sheep in Andy's 
House. 

Puzzle— There is a puzzle on every level. 

Every time you solve a puzzle you will get a 
token. 

Race— Fvery level has a time-based 
obstacle course or race that you must 
beat in order to obtain a token. 




BUZZ LICHTYEAR S MOVES 

You can do loads of cool things with Buzz Lightyear in 
this game. Except fly! 

Run 

Use the control stick to navigate Buzz through the lev 
els. He never gets tired. He’s a Space Ranger! 


Jump 



Press the A Button to make Buzz 
jump. Press the A Button when 
Buzz is in the air to make his 
wings extend to get an 
extra double jump. 

Crab H r Pull Up 

If Buzz runs or jumps 
into an edge he 
will grab it and 
pull himself up. 


Pole Climb 

If Buzz runs or 
jumps into a pole 
or chain, or 
maybe even a plant 
stalk, he'll grab onto 
it and climb up. 
Don't forget 
he can also 
* slide down 
too! 













Zip Line Slide 

If Buzz jumps into a zip line, he'll grab it and slide down 
to wherever it goes. Press the A Button and control 
stick left/right to jump off the zip line. 

Push 

Buzz can push some items in the game—be on the 
lookout for those items. 

Super Foot Stomp 

Press the A Button to make Buzz jump, then press 
C-Down to make him do a super foot stomp. Use the 
Foot Stomp to press buttons, operate machinery, or 
catapult Buzz into the air. 

Targeting Mode 

Buzz can switch to an inside-the-helmet-mode to tar¬ 
get enemies or to use his Space Ranger grappling 
hook. Press the R Button or C-Up to enter helmet- 
cam mode and the Z Button to lock onto enemies or 
grapple points. 


Laser Fichtinc 

Buzz's laser is his primary weapon. Press the B Button 
to fire the laser either in regular or targeting mode. 
Hold down the B Button and release when the charge 
meter is full to fire a super-charged laser. 

Space Ranger Spin Attack 

Buzz can do a spin attack by pressing C-Down. This 
can also deflect some enemy attacks if you time it 
right. Hold down C-Down and release when the 
charge meter is full to do a super-spin attack. 


HELPER CHARACTERS 


Mr. Potato Head' 

Mr. Potato Head' keeps 
losing pieces of his 
body. Bring these 
back to him and he 
will give you a spe¬ 
cial Space Ranger 
power-up. Once 
opened, that Space 
Ranger power-up can 
be reused throughout 
the game. 




Rex 

You'll find 
Rex in every 
level some¬ 
where. He's there 
to help guide you 
and give you advice 
on what to do to 
get the five tokens. 






Slinky* Doc 

You'll find Slink/’ 
Dog on some lev¬ 
els ready to offer 
you a tough 
challenge in 
order to get a 
token. Remember. 
Slinky 1 " Dog is on 
your side! 




Hamm 

Cive Hamm the 
coins Buzz has 
collected. He is 
always happy to 
accept a donation. 


LEVELS IN THE CAME 

Zone One 

Level One - Andy's House 

The adventure begins back at Andy’s home after 
Woody has been kidnapped by At. the toy collector. 
Find Rex outside Andy’s room to get some hints then 
explore the whole house with Buzz to find the five hid¬ 
den tokens. Try to get as many as you can! 

Level Two - Andy's 
Neighborhood 

Buzz moves outside from 
Andy's home in his search 
for kidnapped Woody Look 
out for Sarge. the BIC. BIC 
tree and the Space Ranger 
Rocket Boots! 

Level Three - Bombs Away! 

Defeat the Neighborhood boss to progress to the next 
zone. 



Zone Two 


Level Four - Construction 
Yard 

It’s nighttime, and Buzz has 
entered a dangerous 
construction site on his way 
to save Woody. Try to get to 
the top of the building being 
constructed if you can. 
















Level Five - Alleys and Cullies 

Buzz gets trapped in a rainy alleyway and must explore 
it to find his way out and get back on the trail. Look out 
for the Space Ranger Crappling Hook to help. 

Level Six - Slime Time 

Defeat the horrible gooey monster in the trashcan to 
advance to the next zone. 

Zone Three 

Level Seven - Al's Toy Barn 

Buzz has made it to Al’s Toy 
Bam in his search for 
Woody. 

Level Eight - Al's Space Land 

Buzz must fight his way 
through a space battlefield 
in this super-tough zone! 

Level Nine - Toy Barn Encounter 

Cet ready for a close encounter with a way-out space 
toy 

Zone Four 

Level Ten - Elevator Hop 

Help Buzz make his way up 
through the elevator shafts 
to find Al’s apartment. 

Level Eleven - Al's Penthouse 

Al's private penthouse, 
where Buzz finds more than 
he bargains for! 





Level Twelve - The Evil Emperor Zurg 

To progress further. Buzz must face his arch enemy, 
the Evil Emperor Zurg. 


Zone Five 

Level Thirteen - Airport Infiltration 

Buzz must find his way up the 
conveyor belts. Look out for 
the bouncing cases to help 
out. 

Level Fourteen - Tarmac 
Trouble 

Help Buzz through the thun¬ 
der and lightning to grab 
those last tokens and save 
Woody. 

Level Fifteen - Prospector Showdown 

Just when you thought It was all ovei—Buzz must face 
his final challenge! 
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Online Support 
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SOFTWARE LICENSE AGREEMENT 

IMPORTANT - READ CAREFULLY; USE OF THE PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH 
BELOW -PROGRAM" INCUIDES THE SOFTWARE WGUJDED WITH THIS AGREEMENT THE ASSOCIATED MEDIA, ANY 
PRINTED MATERIALS. AND AMY ON-UNE OR ELECTRONIC DOCUMENTATION, AND ANY AND All COPIES AND DERIVATIVE 
WORKS OF SUCH SOFTWARE ANO MATERIALS RY OPEWWG THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT 
THE TERMS OF THIS LICENSE WITH ACTIVISION. INC. i ri ACTIVISION H >. 

LIMITED USE LICENSE, DisneyAYxar and Activision grant you ttie norvexdusNe. non-transferable, fimiled right and 
license to use one copy of this Program solefy and exdusively for your personal use. AH rights not specifically granted 
under (his Agreemeni are reserved by Disney/Pbrar and Activision This Program Is licensed, not sold. Your license confers 
no title or ownership In Ihis Program and should not be construed as a sale of any nghls In Ihls Program. 

OWNERSHIP, All bite, ownership rights and inteiectual property rights m and lo this Program and any and all copies 
thereof (induding but not limited lo any biles, computer code, themes, objects, characters, character names, stones, dia¬ 
log, calch phrases, locations, concepts, artwork, animation, sauntfe, musical compositions, audio-visual ctfecls. methods 
of operation, moral rights, and any related documentation, incorporated into Ibis Program) arc owned by Disncy/Pixar 
and AcIMsion. This Program is prelected by the copyright laws ot Hie United States, international copyright treaties- and 
conventions and other laws. This Program contains certain licensed malerals and such licensors may protect their rights 
in the event oi any vlotalion ol this Agreement. 

YOU SHALL NOT; 

• Exploit this Program or any of iis parts commercially, mduding but not limited lo use at a cyber cafe, computer gaming 

center or any other location-based site. Activision may oiler a separate ate License Agreement tu permit you to make 
tins ftogram available for commercial use; see the cantata i n form at ion betow. * 

• Sel, rent tease, license, distribute or otiierwise transfer If is FYopam, cr any copns of titis FYograro. wittwut tlie express poor 
written consent oi Activiston, 

• Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in 
whole or in pari 

- Remove, disable or eireumveni any proprietary polices or labels contained on or within Hie Program, 

■ Export or re-export this Program or any copy or adaptation m vidatum of any applicable laws or reputations. 

LIMITED WARRANTY, Activision warrants to the original consumer purchaser ol Ihis Program that the recording medium 
on which the Program is recorded will be free horn defects in material and workmanship for 90 days from Ihe date of 
purchase II Ihe recording medium is found defective within 90 days of original purchase. Activision agrees to replete, 
free of charge, any product discovered to be defective within such period upon its receipt of the Product, postage paid, 
with prool of the date ol purchase, as tang as the Program is still being manufactured by Activision . In the even! that the 
Program is no longer available. Activision retains the righl to substitute a simitar program of equal or greater value. This 
warranty is limited lo the recording medium containing the Program as originally provided by Activision and is not appli¬ 
cable to normal wear and tear This warranty shall not be applicable and shall be void if Ihe defecl has amen tiirotrgh 
abuse, mistreatment, or neglecl Any implied warranties prescribed by statute are expressly limited to the 90-day period 
described! above 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES. WHETHER ORAL OH WRITTEN. 
EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MEflCHAMTARftJTY, FTTNESS FOR A PARTICULAR PURPOSE OR 
WON INFRINGEMENT, AND NO OTHER REPRESENTATIONS OH CLAIMS OF ANY KIND SHALL BE RINDING ON OR OBLIGATE 
ACTIVISION. 

When returning the Program for warranty replacement please send the original product disks only in protective packag¬ 
ing and include 1 

HI a photocopy of your dated sales receipt; (2) your name and return address typed or dearly printed; (3) a brief note 
describing the defect, the problem® you are encountered and (be system on which you are running the Program; (4) if 
you are returning the Program after Ihe 90-day warranty period, but within one year after the date ol purchase, please 
indude check w money order for $25 US currency per cartridge replacement. Note: Certified mail recommended. 

In the U.S. send to; Warranty Replacements, Aclivision. Inc, P.0 Box 67713, Los Angeles. California 90067 


IN NO EVENT WLL ACTItaSION BE IJABLE FOR SPECIAL, INCIDENTAL Oft CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO 
PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OH MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, 
DAMAGES FOR PERSONAL INJURIES, EVEN IF AjCTWEION HAS BEEN AUWSED OF THE POSSIBILITY Of SLJCH DAMAGES 
DtSNEY/PIXAR AND ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE RAID FOR THE UCENSE TO USE THIS 
PROGRAM. SOME STATES/COUNTRIES 00 NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS 
AND/OR THE EXCLUSION OR UMTTAT10N OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS. AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 

Without prejudice to any other rights of Activiston, this Agreement wit terminate automatically if you 
IH to comply with its terms and conditions. In such event, you must destroy all copies of tills Program and all ol its 
(tomponwii parts 

The Program and documentation have been developed entirety at private 
expense and ae provided as "Cmnmerctal Computer Software" or "restricted computer software: use, duplication or 
disetosure by the U.S. Government or a U.S. Government sbbccnfractor is subject lo the restodiwK set lortii in subpara- 
graph (cJOHjij of the Rights in Technical Data and Computer Software clauses in DEARS 252,227 7t)i 3 or as set forth m 
subparagraph (ctf} and (2J ol tiie Commercial Compuler Software Restricted Highfe clauses at Far 52.227-19, as appli¬ 
cable. The Ctirtliato/Manuiailro is Activision. Inc.. 3100 Ocean Park Boulevard, Santa Monica. California 90405. 

Because Oisney/Priar and Activision would be irreparably damaged rf the terms of this Agreement were 
not specifically enloroed, you agree trial D&teyVPprar and ActtvEim shall be entitled, without bond, other security or 
proof of dswiages. to appropriate equitable remedies with respect to breaches of this Agreement, in addition to such 
tidier remedies as Disney/Pixar aid Activision may otherwise have under applicable taws, 

You agree to indemnify, defend and hold Dcney/Pixar and ActivtaKn. its partners, affiliates, cpnlractore, offi¬ 
cers.. directors, employees and agents harmless from all damages, tosses and expenses arising directly or indirectly (tom 
your acta end omissions to act In using the Product pursuant to the terms df Ifiis Agreement 

This Agreement represents Ihe complete agreement concerning tills license between Ihe parties and 
supercedes all prxv agreements and representations belween them. It may be amended only by a writing executed by 
both parties . It any provision ot this Agreement c held to be unenforceable tor any reason, such provision shall be 
reformed only to the extent necessary to make it enforceable and tito remaining previsions Of this Agreement Shall not 
be atiected. Tins Agreement shall be ccnstroed undec California law as such taw is applied to agreements between 
Caltomta restaenta entered into and to be performed within California, except as governed by federal taw and you 
consent to Ihe exclusive pnsdiction. of tiie state and federal courts in Los Angeles, California. 

If you have any questions concerning this license, you may contact Actiwstan at 3100 Ocean Park Boulevard, Santa 
Monica, CaWomia 90405, {310) 255-2000. Attn. Business end Legal Affaire, tegal^activtslon com 



Proof of Purchase 

Disney/P ixar's Toy Story 2 
ISBN ].-5fl4lb-a*n-7 



© Disney © Disney/Ptxar. All rights reserved. Published and distributed by Activision, Inc. Activision is a reg¬ 
istered trademark ol Activision. Inc. © 1999 Activision. Inc. Licensed by Nintendo. Nintendo, the otlictal seal. 
Nintendo 64 and (be 3-D "N" logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America 
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An Audio Adventure 
that's Out of this World! 





Take the movie with you 
wherever you go in Util book 
and tope let featuring the 
hilarious muvl* story. 


Available wherever music is said. 
Also order direct bv telephone; 

I-888-W DR-SING. 

Visit www.toystorT2.GOin 
Part of I® Network. 

Original Tar Story elements t : Disney. 

Toy Story 2 tlemcDU ® Blfiity/PiXAR. 
Slinkyh? Dag JamL*b find. Alt Rights Rftfrffd, 
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IMPORTANT - READ CAREFULLY; USE 0? THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SO FORTH BELOW, 'PROGRAM' 
NCUfiBM SOFTWARE BCLUDED WITH THIS AGREEMENT, TNE ASSOCIATED MEDIA. AMY PRINTED MATERIALS. AND Alfr ON-LlNE OR 
ELECTftONliOOClIMENTATlON. AND ANY AND All COPtEStffB DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS BY OPENING THIS 
PACKAGE, wJO/QR USING THE PROGRAM. YOU ACC£FT«!EflM$ Of THIS UCENSE WITH ACTM&WN, OC, rACTM5lON> 

LIMITED USE UCENSE, Dnweyiftiiaf and Adtvtstti grans pu toft nomaxdusrva, non-lraratefadte, limited rlgw and Mcense to use on? copy of tins 
Program sotety and excTusivery lor your peYSonaJ use. All rights not specifically granted under this Agreement ore reseed by DfeneyiPteaf and 
Activision, Tlits am is licensed, nerf soM. Ttour ficensa carders no tide or awnershlFCti this Ptop&it and should not be construed as a sale of any 
fights in Hus Program. 

OWNERSHIP. All m, ownership rights end intefeduel property rights in end to Itts Program Ana any and all ttfcjyhMMf including Dol not limited 
to any bites, compute* rate, Ihemas. onsets, characters, Character tames. stories. dialog. catoh phrases, totahoPcontepte. artwork, animation, 
sounds, musical ownpositiuna t audto'VBual ertsds. methods ol operation, moral rights, and any rriatod documentation, incorporated into Wife . 
prograitfl are owned by Disnoimxar and Activision, ThisFrogram is protecled by toe copyright laws of toe Uruied States. inlernatkwel copyright 
treaties and KtoYefrtktoa arid oihor laws. The Program contains pertain licensed materials and such licensors may prated thar rights to toe went of 
any mtation of IhtsAgraanenL 

YOU SHALL NOT 

* Eupfai this program or any of its parts enmmer cially, indudtog but not limited to use at a cyber calc, computer gaming center or any other 

location’based site. Adivisw may offer a separate Site License Agreement to permit you to make this (Warn available tor awtifeeiGEa!: usee 
see too Conted information totow. * 

■ Sei.roi^iaaM.ffili&.dista&itetfdheiwseiransiierto&BQflrmffwiifCQ 
ofActtvsian. 

- Reverse engineer, derwe source code, flwkfy, dscmupute. (teassembte, or create derivative words of tols Program, to whole or to part 

* Remove. disable or dranmht sny preprietery notices or labels containeU on or within the Program. 

* Export or re-export Bus Program Of any copy or adaptation in vtotaikm of any appheabto tows «regulations. 

LIMITED WARRANTY. Activision warranto to the originalconsumer purchaser of this Program That the recardtog rnahiim on v/tech the Program is 
fcoordod will be tt« from defects in matenaJ and workmanship for 90 days town ihe date of purchase. H tlw recording medium is found defective 
within 90 days at original jSfctose, Arifvison agrees to replace, IY« Ol charge, any imdufl discovered, to be detocbvd wlihin such penod upon its 
jcceip! ol the Product postage paid, with proor of toe date of purchase, as tong 89 toe Program ts still beipg manufactured By Activision. In toe Brent 
that the Proym is no longer available, Activision retains toft n£it to Subsfilufe a similar program of emr greater vatue This warranty to limited 
to the recording medium containing (he Program as rtnginaiiy portWby ***** and is not applied to n&rmaJ wear and lew. Tins warranty 
shall not to applicable and stall be wxd if toe defect has amen through abuse, ihistotetmcnL or neglect. Any totfted wongntieo pr egchbed by 
statute era expressiy limited to the SCkSay period described abawg ' 

EXCEPT ASSET FORTH ABOVE. THIS WARRANTY IS H UEU OF ALL QTWftWARfWNm WHETHER ORAL OH WITTEN, EXPRESS DR IWUED, 
INCLUDING ANY WARRANTY Of MERCHANTABILITY, FITNESS FOR A PARTCULAfi PURPOSE OR NON fNfflWGEMENT.AW) MO OTHER 
REPRESENTATIONS DR CUdMS OF ANY KIND SHAH BE SWUNG ON Ofl 0BUGAT1ADTW35KMI 

When nsturtavg toa Program tor warranty replacement please send the orrgmal product disks only n curkednra packaging and metwto 
ft] a phoiocopy qJ yrsi dated safes receipt f2f your name -and return adtkess typed or ctearty pnntsa. I brief nofe describing flvs defect, toe 

probtemts) you are encountered am toe system on which you are running the Program; (4) if you are reluming the Program after toe 90-day 
warranty period, but wMn year afte too date of piACtosa, pteass mduda check cr money brder lor S25 UJS. orency per arbidge 
replacemsnl, Note: CerabM msui recommended. 

in tiw IHSk send Lk Warranty Replacement^ Ac.tsvisxw, tee .. P.O. Bw 67713. Los Angeles. iltllM 90CD7 

LIMUATIOM ON DAMAGES. IN NO EVENT WILiACTTwTSiON BE LIABLE FDfl SPECIAL INCIDENTAL OR CDN5E0UENTIAL RESllTIMG FROM 

POSSESSWN, \J5Z OR MALRWCTDN OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY. LOSS OF GOODWILL. COMPUTER FAILURE OR 
MALFUNCnWAlfD. TO THE EXTENT PHSMlTTED BY LAW, DAMAGES FOR PERSONAL INJURIES. EVEN IF AOlVtaON HAS BEEN ACVtSEO OF THE 
POSSIBILITY OF SUCH DAMAGES. OfSNEWWfl AND ACTMSVN'S UHWl SHALL NOT EXCEED THE ACTUAL PRICE RAID FOR THE UCENSE TO 
USE THIS PROGRAM. SOME STATESfCOUMlRES DO NOT ALLOW LMmTCHS ON HOW LONG AN 1MYJED WARRANTY LASTS AND/OR THE 
txailSlOW OflUWTADON OF 1N0DENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR UMITATfQN OF 
UABIUTY MAY NUT APPLY TO YOU. TW5 WARRANTY GIVES YOU SPECIFIC LEGAL FHGHTS, AND YOU MAY HAVE OTFtR RIGHTS YACH VARY FROM 

ju^DicmN to .xwiSDicfm 

TERMINATION. WrtfhMjrt pc^uOu to any other nps at ActMskn, m Agreement wiH terminate Hutomatkally if you f» to DCMikpfy wtfh Its .Mb and 
condibonsL In such event you mis) defray al copied of this FYogrom and afl of hsoamporwH i»ta. 

UJ, GOVERNMENT RESTRICTED RIGHTS. Tto Program and do&irnentafon have been devetopod enbrcly at private Expense and are prmided as 
‘Cgrrawroial COmpgler Software 4 »“restricsietl amwAor softward" Use. duplicafiM or tKcKsire By theU.S. Gwemi#it or aU.S. Government 
stoewitraetor to suMd to Che reslridkifts sat lorth in subparagraph (c>(t Kli| of the Eights in Technical Dab) and Computer Software d&fees in 
[tf-AR$ ?52227 ?0l3 (/ jes act furth to subparagra^ijc.J( I) and (2> of toe Commerelaf Gon^jutw Softwaro Ro^mled clauses si 
EAR 52j227'ta t flS.a^to3Die. Th£ Cu ijatliiJTitoiulafl&Br is Activtston, lnc„ 3100 Ocean Park Bouterafd. Santa Mcnfca, Caltfomto 90405. 

INJUNCTION. Because frsmy/Pixar and Aclwiam would to Irreparably damaged if the terras of this AgreHnera were rwt Bpecificafty ontercto, yw 
agree toal Ulsney^xar and’ Actor^on shall to entitled, witkut bond, btt^r sear tty or ptwf of dwnagos, to appropriate etjutebfe rensdiBs wrth 
respect to breaches of into Agreement, in addtoon to such other rometies as DisneyJPixar and Acthriskn may oto-awlse haw under a^kabte lews. 

INDEMNITY. You agree to Indemnify. ddfoHl and hold 0feraetf%w: and Acbvtolon, itg mm alfttotos, cortoactors, oflSCtofi, dimetora, employees 
and agents hamites from tol damafles. tosses and (aperfeestfismg tte^dy or intosctly from your ftds and omissions to act in using toe Product 
pursuant to the terns of Ms Agreement 

MISCELLANEOUS, This Agrtoment rapreaffits toe completo agreernem concerning this license between too ptotass and aipersedes ab ptw 
agreements; and represstrtws between thorn. II may be ameretei only try a wnttog executed by both parties. If any ptevistoh of Hits Agj&fcmdflt a 
hetd to bo unontorceatHfi Tar any reason, such prwaon shall be reformed only to the extent hwsfeary to mak4i it tmioroeaWe rod toe remakHog 
pmviMns of this Agreement stoad nut be uhected. This Apeemenl shall be crxistrood under CtdiSCrmo bw as such law is- Applied to agrtksmsntB. 
befwem Calltomla resktente enlcred into and to be portormed wUmi CaltlbrriisL SxCApt as gavemod by federal law and you consent to the ndusto 
furtsdicdOT of toe sate and federal Dcwte to Los Angles. CaSfamfe 

if yrx! tuiv« any gufttans concemina this license, you may oofflact Acli^slon at 3100 Occam Fbrfc ESorAewird, Sgnta Moraca ^aafqme 90406. 

«i.3tOt 2S5’2000,A5tn, Business tad legal Mntofc, togatg'adtvisfeincarn. 











